T he AI and Interactive Digital Entertainment (AIIDE) Conference is the definitive point of interaction between entertainment software developers interested in AI and academic and industrial AI researchers. The conference is targeted at the research and commercial communities, promoting AI research and practice in the context of interactive digital entertainment systems with an emphasis on commercial video games.
using AI in content generation highlighted by Kevin Gold's (Rochester Institute of Technology) work in the online training of goal recognition from low-level inputs in an actionadventure game and using machine translation to convert between difficulties in rhythm games (such as Guitar Hero). The evening ended with a great reception where everyone had a chance to catch up with friends and colleagues, meet new people, discuss the exciting events of the day, and observe highlights from the StarCraft competition.
R. Michael Young (North Carolina State University) started off the second day with his invited talk on the computational modeling of interactive narrative and the role that the nature of narrative and its comprehension by people has played in setting research goals in this area. This set the tone for the session of research talks on interactive narrative that rounded out the morning. During lunch, independent game designer and developer Chris Hecker offered a chance for AIIDE attendees to play his latest game, Spy Party. Spy Party is a two-player asymmetric game where one player takes on the role of a spy at a party who must complete missions in the party room among a dozen or so AI-driven characters, essentially having to blend into the crowd. The second player assumes the role of a sniper with a single shot who must identify the spy looking in through windows from the outside before time runs out. The lunch play session rolled seamlessly into Hecker's invited talk where he provided insight into his vision and challenges working on Spy Party and ventured into positing that at its core, game AI is really game design because it has such a profound impact on the rules of the game. Hecker conjectures that tuning game AI is really just tuning the game and game play, so it is important that game AI designers be good game designers.
Another session on machine learning led into the poster and demo session, which went on into the evening. An exciting set of research posters filled the room at Stanford's Tresidder Memorial Union and covered diverse work from player modeling to agent creation to interactive narrative to automated analysis. Demos highlighted new tools and games involving content generation, alternate reality game retargeting, social game play, and character behavior creation. During the session AIIDE attendees were also treated to a showcase game of the StarCraft competition in a bot versus human match. In the exhibition match, Oriol Vinyals, a World Cyber Games 2001 competitor played against and defeated the top-ranking bot of the competition. The result was an exciting man versus machine match that demonstrated that real-time strategy (RTS) AI still has room for development.
The third and final day of AIIDE 2010 featured invited speaker Sumit Basu from Microsoft Research who talked about the interactive machine learning used to make the commercially available Songsmith program add style to music, create accompaniment to a melody, and aid singers to produce their desired notes. Following Sumit's inspiring and creative talk came the much anticipated results from the popular StarCraft competition.
AIIDE 2010 hosted the first StarCraft AI competition under a generous permission from Blizzard Entertainment, enabling researchers to evaluate their AI systems in a commercial real-time strategy game. Participants were presented with the objective of building the best performing "bot" for head-tohead AI matches in a double-elimination bracket.
The competition consisted of four tournaments, which ranged in complexity from small-scale combat to complete game play, simulating the environment faced by professional gamers. The goals of the competition were to provide a testbed for AI and to promote game research by exhibiting techniques in an immensely popular commercial game. It included 26 participants from several universities, as well as industry professionals and hobbyists. FreScBot created by Florent D'Halluin and Valentin Leon-Bonnet won the micromanagement and smallscale combat tournaments. The techlimited game tournament was won by MimicBot created by Luke Perkins of Rensselaer Polytechnic Institute. The main event, a full StarCraft game-play tournament, was won by Overmind,
